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The objectives of this classroom research were (1) to compare students’ learning achievement before and after using the skill
practice set on addition, subtraction, multiplication, and division through A-Math games, and (2) to study students’ satisfaction with
the use of the skill practice set. The sample consisted of 15 sixth-grade students at Ban Nongmuang School in the first semester of
the 2025 academic year. The research instruments included the skill practice set, a pre-test and post-test achievement test, and a

satisfaction questionnaire. Data were analyzed using mean, standard deviation, and paired t-test.

The results revealed that the students’ post-test mean score (M = 17.20, S.D. = 1.90) was significantly higher than their pre-test
mean score (M = 10.87, S.D. = 2.35) at the .05 level, indicating that the skill practice set based on A-Math games effectively
improved students’ mathematics achievement. Furthermore, students’ satisfaction with the leaming activities was at a high level (M
= 4.40, S.D. = 0.49), with the highest satisfaction found in the aspect of the A-Math game as a learning medium. However, some

students still faced difficulties in constructing word problems from mixed equations.

In conclusion, the skill practice set using A-Math games was effective in enhancing learning achievement and promoting positive

attitudes toward mathematics learning among sixth-grade students.

%

81989 (URL) : https://publish.vichakan.net/show/1541

99
JUNAWIUAISHBLNT ; 25 @Al 2568

g
Y
Jud

I3

i : Yudl 3 wqwnew 2569 AN 14.24 U,



